
'iT STORY ^ 
tLUES & HINTS 


TRS80(3SK) 

APPLE 


FOR COMMODORE 64 


VIC20+16K 


COMPLETE 
. USTING ^ 






Chris Oxiade and |udyTatchell 


^ Contents 

^ About this book 

3 What b ein adventure game? 

4 The legend of Silver Moui4ain 
6 The landoftheSylvani 

^ 8 Characters you will meet 
12 Places you will go J 

18 Mystery of Silver Mountain^ 

program jjL 

28 Program changes for 1 
different computers 

31 Mow to play the game 

32 Mints and clues IS 


l)<isi^iu‘,d hyCirahain l^ound 
HUistrat<‘,d l)y ('hris Ridd<^ll 
Additional illustration hv Mark Diiffin 


™MYSTEKfof 




MOUKTAIH 


About this book 

This book contains an exciting adventure game program to type into your computer and 
play. The game is set in an imaginary land ruled by a wicked tyrant. Your task is to free the 
people of the land from his domination. You will need to use magic as well as your skill and 
imagination to succeed. If you have never played an adventure game before, you can find 
out what happens in them and what you have to do on the opposite page. 



The first half of the book 
shows you the world in 
which the adventure takes 
place and the people and 
creatures who inhabit it. 
You can refer to these 
pages as you play. Some of 
the pictures contain secret 
information, or things you 
may want to examine more 
closely. 

The program listing 
starts on page 18. It is 
designed to work on the 
Commodore 64, VIC 20, 
Apple, TRS-80, BBC, 
Electron and Spectrum 
computers. The program is 
very long and you need to 
type it exactly as it is 
printed for it to work. 


PIcA'in^ H w nti 


Over the page you can read the story 
behind the game and find out more about 
your quest. Pages 6 and 7 show the 
imaginary landscape you will travel 
through. You can look at this when 
2 playing the game to find where you are. 


There are several puzzles and twists in this 
game so it will probably take you lots of 
attempts before you solve it. However, 
each time you play you will learn more 
about how to deal with the problems and 
dangers on your way. * 


*'lf you get completely stuck, there are some clues on page 32. 






What is an adventure game? 


ar 



When you play an adventure game, you become the hero or heroine of the adventure. You 
have a dangerous quest and you need all your ingenuity and cunning to succeed. You may 
meet monsters or enemies whom you have to outwit. You may come up against obstacles 
such as a raging torrent or a landslide blocking your way. You will come across objects as 
you play the game (a lamp or a rope, for example) which, if you use them properly, will 
help you to overcome hazards. ^ 

j j ^ ^ In different adventure games J ( ... a pirate hunting for ) 

. I you have different tasks. You / } treasure. ^ 


... a spy 
searching for 
secret 

information. 


You travel around the imaginary world of 
the game by telling the computer in which 
direction you want to move (north, south, 
east or west). The computer will describe 
where you are and tell you about any 
characters or objects there. You type 
instructions telling the computer what you 
want to do. You can find out how to give 
the computer instructions for the game in 
this book on page 31. 


You usually give the computer 
instructions consisting of two 
words, for example, CLIMB 
TREE. 


You may need to 
use objects you 
collect in unusual 
ways. 


You may lose the game if you get stuck; for 
instance, if you come to a locked door and 
you failed to find the key beforehand, or if 
your enemies capture you. You can play 
the game as often as you like, though. It 
will be different each time depending on 
the route you take, what objects you pick 
up, how you use them and how you deal 
with other characters in the game. 


Turn the page to find out about your 
quest in the adventure game in this 
book. 



Fhe legend of Silver Mountaii 


Clustered in small villages at the foot of 
Silver Mountain, the Sylvani were once 
peaceful and prosperous, governed by a 
wise Council of Elders. Travellers from 
many lands came to visit and settle 
amongst these hospitable people. 


All who knew of the Sylvani knew also of 
the Stone of Destiny, held by the royal 
family in the Palace high on Silver 
Mountain. The Stone gave a King or 
Queen the power to direct a person’s 
destiny, but it was never used in malice. 


In the reign of Queen Pari ^ 

Sylvan, a great threat appeared 
in the shape of a massive, vicious Grarg 
army, intent on seizing the land and the 
Stone. With them came their most 
powerful wizard, Magrarg. 


In desperation. Queen Pari Sylvan 
obtained permission from her Council of 
Elders to use the Stone. She entered the 
Silver Chamber and, placing her hands 
around the Stone, cried the magic words 
which would unlock its power. 


As she spoke, a great thunderclap echoed 
as Magrarg joined in mental conflict with 
the powers of the Queen and the Council of 
Elders, concentrated through the Stone. 
Sylvani and Grarg alike reeled under the 
mental shock waves. 


One of the Elders was the son of a Grarg 
wanderer who had settled in peace among 
the Sylvani. As the clash of minds grew 
fiercer, he collapsed under the strain of the 
conflicting forces within him, and Magrarg 
howled in triumph. 
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Since then, the Sylvani have lived in terror 
as slaves of a merciless overlord, Grarg 
Ogban, and victims of his murderous 
thugs. He uses the Stone to wreak 
destruction on the families and friends of 
anyone who dares oppose him. 


Before she died. Pari Sylvan 
into the mind of her infant son a secret: her 
royal ancestors had given the people 
certain magic objects whose combined 
power would overcome any evil force 
controlling the Stone of Destiny. 


these seemingly insignificant objects had 
been forgotten. Kylar Sylvan set off to try 
and locate them. For years he searched, 
telling no one of his progress for fear of 
endangering their lives. 


day, when the Elders sensed he was 
on the brink of success, Kylar was slain by 
a greedy Grarg who coveted a brooch he 
wore — a present from the hermit. Any 
magic objects he had found returned in a 
trice to their resting places. 


Since then, the Elders have revealed the 
quest to a succession of true and worthy 
Sylvani: all have failed. Now they cry out 
to anyone who will listen: 

“Who will accept the challenge and free 
us from tyranny?” 


The Sylvani Elders once had hope. Pari 
Sylvan, brutally murdered by the invaders, 
left behind a baby son, Kylar. He was 
entrusted to a wise hermit who brought 
him up. His identity was kept a closely 
guarded secret. 



The land of the Sylvani 

This is the terrain through which you have 
to travel, searching for the magic objects 
and overcoming the hazards along the 
way. You do not know what the magic 
objects are and you will have to watch out 
for clues to their identity. Also, what are 
the magic words which will unlock the 
power of the Stone? You will need all your 
ingenuity to succeed in your quest and 
enter the Silver Palace. Even then, your 
troubles are not over. 


/ 

Burrowing through the 
core of Silver Mountain are h 
secret tunnels leading to 
the Silver Palace. Few 
people with knowledge of 
them are still alive. 
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Inside the Silver Palace is the Silver 
Chamber, resting place of the Stone of 
Destiny. In the unlikely event of anyone 
entering the Palace to rescue the Stone, 
the Wizard Magrarg has woven a powerful 
spell to prevent anyone, except he and 
Lord Ogban, approaching it. 




\ 


A huge glacier begins its 
slow descent high on the 
peak next to Silver 
Mountain. 




This ancient stone circle 
has a mystic force. It may 
hold secrets valuable to 
you. 




These woods are dark and 
eerie. Other attempts to 
free the Sylvani have foiled 








The villagers keep to their homes and dare 
not talk to strangers in case they are Grarg 
spies. Many cottages are deserted, their 
inhabitants having fled or been 
slaughtered by Ogban’s hordes. 










Characters you will meet 

Lord Ogban 






Insane with power and greed. Lord Ogban still a formidable opponent, although he 
rarely leaves his chamber. Having lost all shares the Grarg weakness for the food 
his natural qualities of leadership, he and wine brought in vast quantities to the 

prefers to stay close to the Stone of Destiny door of his chamber by a henchman, 
which is his only means of control. He is 


Wizard Ma^rai^ 

Although Ogban may 
consider himself the ruler 
of the land, in fact it is 
Magrarg who holds the 
power. He is happy for 
Ogban to concern himself 
with the day to day torment 
of the Sylvani, leaving the 
Wizard free to engage in 
ever more extreme sorcery. 
So long as he holds the 
Stone, there is no magician 
on Earth to match him. His 
power is so concentrated 
that should he catch sight 
of himself in a mirror, the 
evil reflected back into his 
eyes would cause an 
explosive short circuit. 






Terrorising the countryside are greedy 
Grarg patrols. They will capture you as 
soon as look at you. A hefty guard is 
mounted inside the Palace and any 


stranger is instantly recognized. Grargs 
are individually cowardly, yet virtually 
indestructible due to their sturdy armour 
and deadly weapons. 



The last gift Queen Pari Sylvan gave her 
son Kylar was a puppy. Intent on inflicting 
suffering on any member of the royal 
household, even a dumb animal, Magrarg 
put a spell on the puppy condemning it to 


shiver and starve outside the glass gates of 
the Palace for ever. Having known no 
kindness since the first weeks of its life, the 
playful young puppy has grown into a 
ferocious guard dog. 
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In his youth, Ogban was a 
keen hunter. The Wizard never caught, and now roams the 

Magrarg used to create fantastic countryside preying on any living thing it 

creatures for Ogban’s sport. One of these encounters. Grarg warriors refuse to enter 

horrendous animals, a Boar the size of a . its territory, but you may have to. 
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The Hermit who cared for the infant Kylar 
still lives deep in the forest. He does not 
seek company and trusts no one except the 
few Elders who have so far escaped the 
death-dealing wrath of Ogban. His 
lifetime spans many generations and he 
may have knowledge vital to you, but he 
will need proof of your intentions. 


i 

Hermit 




pathway on the side of Silver Mountain. 
When he died, he was buried in the Goblin 
Graveyard, but Magrarg put a curse on 
him condemning his ghost to haunt the 




passing. Only one thing can free a goblin’s 
soul: somewhere, the Goblin King has left 
a riddle out of sympathy for his subject but 
so far no one has solved it. 




Places you wil j 




me 


Queen Pari Sylvan made this rock garden 
many years ago. Plants flourish 
extraordinarily well here. 


celmr 


n 


Ogban uses this cellar to store his supplies 
of wine. The casks, though, have been 
here since before his time. 





hite, cottage 


This cottage belongs to one of the Elders, 
recently imprisoned by Ogban. He may 
have had something to give you to help 
you on your quest. 


"F(Hintain 


The fountain has stood in this courtyard 
for longer than anyone can remember. 








StatiKi 

This statue of an 
ancient Sylvani 
ruler has been 
defaced by 
the Grargs. 


Ed^e of loke, 

S hould y otr w2iTif to cross'" 
the lake, beware. It is said 
to be bottomless and is 
subject to freak winds 
which sweep across its icy 
surface. 


MoS(4k>fl(K)re,d lictll 

Here, you will 

begin to feel a 

strange force ^ x 

sapping your / 

strength. Do not / /HP 

ignore your /jlW 

surroundings, 

though. p j I 




Clohlin ^r<iN'ey<ird 


This is an eerie place. A mysterious 
epitaph catches your eye but you may not 
be able to understand it. 






Library 


the library is dusty and deserted. There are 
many scholarly books, though. 













Mystery of Silver Mountain 
program 

The program listing for the Mystery of Silver Mountain starts below. Type it into your 
computer exactly as it is printed. It is designed to work on the Commodore 64, VIC 20, 
Apple, TRS-80, BBC, Electron and Spectrum computers. Some of the lines need 
changing for different computers. These lines are marked with an asterisk and the line 
changes are listed on pages 28 and 29. When you come across a line marked with an 
asterisk, refer to these pages to see whether you need to change the line for your 
computer. 

Typing the program in may give you some clues to the game but it will not spoil it for 
you. If you can persuade a friend to type it in for you, though, all the better. You will 
probably need to give your friend a reward for doing it as it may take several hours. There 
will probably be some bugs caused by typing errors, so debug the program very carefully, 
then save it on tape or disk. 

You can find out how to play the game on page 30. j program in very 

carefully ~ a single mistake 
will stop it working properly. ) 
Check each line after you have 


3:LET NV=57:LET 6=28 



' \vn\ 


18 


♦ 10 LET EL=39!LET N0=l 
20 GOSUB 3380 
30 GOSUB 4400 
40 LET LL=0 
50 GOSUB 3310 

♦ 60 LET P$=Xf(VAL(LEFTI(Dt,l)))+" '+YI(VAL(H1D$(D$, 2, !))>+“ * 

♦ 70 LET J$=R»+". 'VYOU ARE "tP$+RIGHTI(DI,LEN(D$)-2)+’ "rGOSUB 4830 
80 GOSUB 3330: LET J»=“ 

90 FOR 1=1 TO G-1 
100 READ 0$ 

♦ no LET P$=YI(VAL(LEFT$(0$,1))):G0SUB 3350 

♦ 120 IF F(1)=0 AND C(1I=R THEN LET JI=J$+‘ ■+P$f >f0l+',* 

130 NEXT 1 

140 IF R=29 AND F(48)=0 THEN LET JI=J$+“ GRARGS FEASTING/ 

150 IF R=29 AND F(48)=l THEN LET J$=JI+' A SLEEPING GRARG/ 

160 IF R=12 OR R=22 THEN LET Jf=JI+’ A PONY/ 

170 IF R=64 THEN LET JI=J$f A HERMIT/ 

♦ 180 IF R=18 AND EI(18)='N‘ THEN LET J$=J$+" AN OAK DOOR/ 

190 IF R=59 AND F(68)=l THEN LET J$=JI+* OGBAN (DEAD)/ 

200 IF JIO” THEN LET J$=', YOU CAN SEE’+J$ 

210 LET J$=Jlt‘ AND YOU CAN GO ' 

220 GOSUB 4830: PRINT “ ■; 

♦230 FOR 1=1 TO LEN(E$(R)):PRINT NIDI(E$(R) ,l,l);“/i 
240 NEXT I:PRINT:PRINT 

♦ 250 LET R$='PARD0N?*: PRINT ■===============; 

♦ 260 PRINT:PRINT:PRINT "HHAT HILL YOU DO NON 
270 INPUT 1$ 

280 IF II=‘SAVE GAME" THEN GOTO 4630 
290 LET V$='*:LET TI=’":LET VB=0:LET B=0 

♦ 300 FOR 1=1 TO LEN(I$) 

♦ 310 IF HID$(1$,I,1)=“ ■ AND V$=*“ THEN LET V$=LEFT$(I$,I-1) 

♦ 320 IF NIDf(I$,in,l)<>’ ■ AND VIO" THEN LET T$=HID$(I$,H-1,LEN(II) 
330 NEXT I:IF T$=“ THEN LET V$=l$ 

340 IF LEN(V|)<3 THEN LET VI=VI+*0“:G0T0 340 
350 IF V$=‘PLAY" THEN LET Vt="BL0‘ 


typed it. This is easier than 
checking large chunks of the 
program at a time. 


Before you begin typing, look 
at pages 28 to 30 to find out 
which lines need changing for 
your computer. You could pul 
a pencil mark beside these 
lines in the main program 
listing to remind you that they 
need changing. 




You need to type in different j 
numbers of equals signs on 
different computers in line 
250. See pages 28 to 30. 


■1):LET 1=LEN(I$) 



If you have a C64, leave out all 
spaces between words and 
numbers in lines 510, 580, 600 
and 620 as well as 1 
command LET. 


♦340 LET U$=LEFT$(VI,3) 

♦370 FOR 1=1 TO NV:IF NID$(B*, 1*3-2, 3)=U$ THEN LET VB=I;LET I=NV 
380 NEXT ItLET F(36)=0 
390 60SUB 3330 

400 FOR 1=1 TO NOrREAO 0$;IF K=G THEN 80SUB 3350 
410 IF T$=0$ THEN LET B=IiLET I=N0 
420 NEXT I 

430 IF B=0 AND F(36)=0 AND Tl>” THEN LET T$=T$+"S*:LET F(36)=Ii60T0 390 
440 IF VB=0 THEN LET VB=NV+1 
450 IF Tl=" THEN LET R$='I NEED TNO NORDS' 

440 IF VB>NV THEN LET R$='TRY SOHETHINS ELSE’ 

470 IF VB>NV AND B=0 THEN LET R$=’Y0U CANNOT ’+11 
480 IF B>8 OR B=0 THEN GOTO 510 V 

490 IF VB=8 OR VB=9 OR VB=14 OR VB=17 OR VB=44 OR VB>54 THEN GOTO 510 
500 IF VB<NV AND CIBIOO THEN LET R$=’Y0U DO NOT HAVE THE "+T$:G0T0 30 
♦510 IF R=54 AND F(35)=0 AND VB037 AND VB053 THEN LET R$=X1$+’ HAS GOT YOU!":GOTO 30 
520 IF VB=44 OR VB=47 OR VB=19 OR VB=57 OR VB=49 THEN GOTO 540 
530 IF R=48 AND F(43)=0 THEN LET Rf=X9l:G0T0 30 
540 LET H=VAL(STR$(R)*STRI(B)) 

♦ 550 ON INT((VB-1)/13)+1 GOTO 540,580,400,420,440 

♦ 540 ON VB 60SUB 800,800,800,800,800,800,1220,1290,1290,1470,1470,1750,1890 
570 GOTO 450 

♦ 580 ON VB-13 60SUB 1940,1980,2010,2050,2870,2120,2220,2310,2380,2420,2450,2470,2520 
590 GOTO 450 

♦400 ON VB-24 GOSUB 2550,2580,2410,2450,2470,2700,2720,2730,2830,2800,2870,2730,2920 
410 GOTO 450 

♦420 ON VB-39 GOSUB 2950,2990,3010,3050,3070,2310,2990,3070,3130,2120,3190,1470,3100 
430 GOTO 450 

440 ON VB-52 GOSUB 2870,3150,1290,1290,3170,3200 
450 IF F(42)=l THEN GOTO 730 

440 IF R=41 THEN LET F(47)=F(47)+1:IF F(47)=10 THEN LET F(54)=1:LET RI=’Y0U SANK!’ 

470 IF R=54 AND F(35)=0 AND CdOlOO THEN LET R$=XI$*’ GETS YOUl’iLET FI54)=1 
480 IF F(54)=0 THEN GOTO 30 

♦ 490 GOSUB 4400: PRINT Rl 

♦ 700 PRINT ’YOU HAVE FAILED IN YOUR QUEST!’ 

♦ 710 PRINT: PRINT ’BUT YOU ARE GRANTED ANOTHER TRY 
720 GOSUB 3340: RUN 
730 GOSUB 4400 


740 PRINT "HOOOOORRRRRRAAAAAYYYYYY!’ 
750 PRINT 

♦ 740 PRINT ’YOU HAVE SUCCEEDED IN YOUR’ 
♦770 PRINT ’QUEST AND BROUGHT PEACE TO’ 

♦ 780 PRINT ’THE LAND" 

790 STOP 




The message in lines 740 to 
780 will be printed on the 
screen if you win the game. 


The words in line 840 are in 
code so copy each letter 
carefully. 
va/ — — 


800 LET D=VB 

810 IF D=5 THEN LET D=1 

820 IF D=4 THEN LET D=3 

830 IF NOT ((R=75 AND D=2) OR (R=74 AND D=4)> OR F(44)=l THEN GOTO 850 
840 LET R$=’B USPHH TUPQT ZPV DSPTTJOH’: GOSUB 4240: RETURN 



19 


850 
860 
870 
880 
890 
♦900 
♦910 
920 
930 
940 
950 
960 
970 
980 
990 
1000 
♦ 1010 
1020 
1030 
♦1040 
1050 
1060 

♦ 1070 
1080 
1090 
1100 

♦ 1110 
1120 
1130 
1140 
1150 
1160 
1170 
1180 
1190 

♦ 1200 
1210 
1220 
1230 
♦ 1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 



If you have a C64, leave out 
the spaces in line 900 and use 
the shortened form of the 

IF F(64)=l THEN LET F(64)=0 command RETURN (see page , 

IF F(51)M OR F(29)=l THEN SOTO 900 
IF F(55)=l THEN LET F(56)=liLET R$=*BRAR6S HAVE GOT Y0U!“:RETURN 
IF R=29 AND F(48)=0 THEN LET R$='GRAR8S MILL SEE Y0U!":RETURN 
IF R=73 OR R=42 OR R=9 OR R=10 THEN LET R$=X3$:LET F(55)=1:RETURN 

IF C(8)=0 AND ((R=52 AND D=2) OR (R=31 AND D03)) THEN LET R$="THE BOAT IS TOO HEAVY*! RETURN 

IF C(8)O0 AND ((R=52 AND D=4) OR (R=31 AND D=31) THEN LET R$=’Y0U CANNOT SMIM’iRETURN 

IF R=52 AND C(8)=0 AND D=4 AND F(30)=0 THEN LET R$='N0 POMERl'iRETURN 

IF R=41 AND D=3 AND F(31)=0 THEN LET R$=“UIF CPBU JT TJ0LJ0H!':G0SUB 4260:RETURN 

IF R=33 AND D=1 AND F(32)=0 THEN LET R$=’0GBAN'S BOAR BLOCKS YOUR PATH’iRETURN 

IF ((R=3 AND D=2) OR (R=4 AND D=4)> AND F(45)=0 THEN LET R$=X5$:RETURN 

IF R=35 AND C(13)OR THEN LET R$='THE ICE IS BREAKING! ":RETURN 

IF R=5 AND (D=2 OR D=4) THEN GOSUB 4310 

IF R=4 AND DM THEN LET R»='PASSASE IS TOO STEEP”iRETURN 

IF R=7 AND D=2 AND F(46)=0 THEN LET R4=*A HUGE HOUND BARS YOUR HAY’:RETURN 

IF (R=38 OR R=37) AND F(50)=0 THEN LET R4=“JU JT UPP EBSL": GOSUB 4260: RETURN 

IF RM9 AND D=2 AND F(54)=0 THEN LET R$=“MYSTERIOUS FORCES HOLD YOU BACK": RETURN 

IF RM9 AND D=3 AND F(68)=0 THEN LET R»=*YOU NET OSBAN! ! !":LET F (56) =1: RETURN 

IF 8=38 AND F(65)=0 THEN LET R$="RATS NIBBLE YOUR ANKLES":RETURN 

IF R=58 AND (D=l OR D=4) AND F(66)=0 THEN LET RI=‘YOU GET CAUGHT IN THE MEBSI'rRETURN 

IF R=48 AND D=4 AND F(70)=0 THEN LET R$="THE DOOR DOES NOT OPEN’rRETURN 

IF R=40 AND F(47)=l THEN LET F(68)=l 

IF R=37 AND D=4 AND E$(37)=“EM* THEN LET R=67:LET R1="THE PASSAGE WAS STEEP! ":RETURN 

IF R=29 AND D=3 THEN LET F(48)=1:LET F(20)=0 

IF R=8 AND D=2 THEN LET F(46)=0 ^ If you have a C64, leave out 

LET OM=R:FOR 1=1 TO LEN(EKR)) 

LET K$=HIDI(EI(0H),I,1) 

IF (K$=‘N" OR KI='U") AND D=1 THEN LET R=R- 
IF KI=“E" AND D=2 THEN LET R=R+1 
IF (K$="S" OR KI="D*) AND D=3 THEN LET R=RHO > 

IF K$="M“ AND D=4 THEN LET R=R-1 
NEXT I:LET R$="OK" 

IF R=On THEN LET R4='Y0U CANNOT GO THAT MAY* 

IF U0H=75 AND D=2) OR (0H=76 AND D=4)) THEN LET R$=“OK. YOU CROSSED* 

IF F(29)=l THEN LET F(39)=F(39)+1 

IF F(39)>5 AND F(29)=l THEN LET RI=*CPPUT IBWF XPSO PVU*!GOSUB 4260iLET F(29)=0:LET C(3)=81 
RETURN 

GOSUB 3330:LET R$="OK*:LET F(49)=0 
PRINT "YOU HAVE *! 



the spaces between words and 
numbers in lines 1010, 1040 
and 1070. 


flF 

ih 


If you have a C64, leave out 
the spaces in line 1200. 
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1330 

1340 

1350 


FOR 1=1 TO G:READ OJiGOSUB 3350: IF 1=1 AND C(1)=0 AND F(44)=l THEN LET 0$= 
IF I=G AND C(5)=0 THEN GOTO 1270 
IF C(1)=0 THEN PRINT 0$;*,";:LET F(49)=l 
NEXT lilF F(49)=0 THEN PRINT "NOTHING* 

PRINTrGOSUB 3360:RETURN 

IF H=6577 THEN LET RI="HOM?*: RETURN 

IF H=4177 OR H=5177 THEN LET B=16:G0SUB 2380:RETURN 

IF B=38 THEN LET R$="TOO HEAVY! *! RETURN 

IF B=4 AND F(43)=0 THEN LET R$=‘IT IS FIRMLY NAILED ON'”:RETURN 

LET C0=O:F0R 1=1 TO G-1:IF C(I)=0 THEN LET C0=C0+1 

NEXT I: IF C0>13 THEN LET R$="YOU CANNOT CARRY ANY MORE“:RETURN 

IF B>G THEN LET R$=*YOU CANNOT GET THE *+Tf:RETURN 


■COIN* 


1360 

1370 

1380 

1390 

1400 

1410 

1420 

1430 

1440 

1450 

1460 

1470 

1480 

1490 

1500 

1510 

1520 

1530 

1540 

1550 

1560 

1570 

1580 

1590 

«1600 

1610 

1620 

1630 

1640 

1650 

1660 

1670 

1680 

1690 

1700 

1710 

1720 

1730 

1740 

1750 

1760 

1770 

1780 

1790 

1800 

1810 

1820 

1830 

1840 

1850 

1860 


IF 8=0 THEN RETURN 

IF C(B)OR THEN LET R$="IT IS NOT HERE!’ 

IF F(B)=1 THEN LET R$="WHAT "+T$+*?' 

IF C(B)=0 THEN LET R$='YOU ALREADY HAVE IT’ 


Leave spaces between quotes 
wherever they occur in the 
listing, for instance at the end 
of line 1400. 


"+T$ 



If you have a C64, leave out 
the spaces in line 1600. Also, 
use the shortened form of the 
command GOSUB (see page 
28). 





IF C(B)=R AND F(B)=0 THEN LET C(B)=0:LET Rf="Y0U HAVE THE 
IF B=28 THEN LET C(5)=81 
IF B=5 THEN LET C(28)=0 

IF C(4)=0 AND C(12)=0 AND C(15)=0 THEN LET F(54)=l 
IF 8=8 AND F(30)=l THEN LET C(2)=0 
IF B=2 THEN LET F(30)=0 
RETURN 

LET RI="Y0U SEE NHAT YOU HIBHT EXPECT!’ 

IF B>0 THEN LET R$=’N0THIN6 SPECIAL’ 

IF B=46 OR B=88 THEN 60SUB 2550 
IF H=8076 THEN LET RI="IT IS ENPTY’ 

IF H=B080 THEN LET R$="AHA!’:LET F(1)=0 
IF H=7029 THEN LET RI="0K’:LET F(2)=0 
IF B=20 THEN LET R$="NBUDIFT JO QPDLFU’iGOSUB 4260iLET CI26)=0 
IF H=1648 THEN LET R$=’THERE ARE SOHE LETTERS •’+6t(2)t’'’ 

IF H=7432 THEN LET Rf=’UIFZ BSF BQQHF USFFT’;G0SUB 4260:LET F(5)=0 
IF H=2134 OR H=2187 THEN LET R$=’0K’:LET F(16)=0 
IF B=35 THEN LET R$="IT IS FISHY!":LET F(17)=0 
IF H=3438 THEN LET R$="0K’:LET F(22)=0 ^ 

IF H=242 THEN LET R$=”A FADED INSCRIPTION’ 

IF (H=1443 OR H=1485) AND F(33)=0 THEN LET R$=’B HHJNNFSJOH GSPN UIF EFQUIT’rGOSUB 4260 

IF (H=1443 OR H=1485) AND F(33)=l THEN LET RI="S0HETHING HERE...’:LET F(12)=0 

IF H=2479 OR H=2444 THEN LET R$=’THERE IS A HANDLE’ 

IF 8=9 THEN LET R$=’UIF HBCFH SFBET '8PJTP0”: GOSUB 4260 
IF H=4055 THEN GOSUB 3290 
IF H=2969 AND F(48)=l THEN LET R$=’VERY UGLY!" 

IF H=7158 OR H=7186 THEN LET R$=’THERE ARE LOOSE BRICKS 
IF R=49 THEN LET Rf="VERY INTERESTING!’ 

IF B=52 OR B=82 OR B=81 THEN LET Rl=’ INTERESTING” 

IF H=6978 THEN LET R»=’THERE IS A WOODEN DOOR’ 

IF H=6970 THEN LET R$=’Y0U FOUND SOMETHING’: LET F(4)=0 
IF H=2066 THEN LET R$="A LARGE CUPBOARD IN THE CORNER’ 

IF H=6865 OR H=6853 THEN LET R$=’THERE ARE NINE STONES’ 

IF H=248 THEN LET RJ="B GBEFE XPSE - 'N S I T"’:G0SUB 4260 
RETURN 

IF R=64 THEN LET Rf="HE GIVES IT BACK!’ 

IF H=6425 THEN GOSUB 3210 
IF R=75 OR R=76 THEN LET RI=’HE DOES NOT WANT IT’ 

IF B=62 AND F(44)=0 THEN LET R$=’Y0U HAVE RUN OUT” 

IF (H=7562 OR H=7662) AND F(44)>0 AND C(1)=0 THEN LET R$="HE TAKES IT’rLET F(64)=l 
IF F(64)=l THEN LET F(44)=F(44)-li IF F(44)=0 THEN LET C(l)=81 
IF 8=1 THEN LET R$=’HE TAKES THEM ALL!’:LET C(1)=81:LET F(64)=1:LET F(44)=0 
IF H=222B AND C(5)=81 THEN LET R$=XB$+"NORTH":LET C(28)=81:LET R=12 
IF (H=2228 AND C(5)=0) OR H=225 THEN LET R$=XBI+’NORTH’:LET R=12 

IF (H=1228 AND C(5)=0) OR H=125 THEN LET R$=XB$+’SOUTH’;LET R=22 

IF R=7 OR R=33 THEN LET R$=’HE EATS IT!’:LET C(B)=81 
IF H=711 THEN LET F(46)=1:LET RI=’HE IS DISTRACTED’ 


' Use a ruler to keep your place 
' in the listing. Put it under the < 
' line you are typing, moving it 

C down the listing line by line as 
you go. 

^ 



21 


1870 IF H=385 OR H=3824 THEN LET R$=*THEY SCURRY ANAY":LET C(B)=01:LET F(65)=l 
1880 RETURN 

1890 LET Rt=“YOU SAID IT* 

1900 IF 8=84 THEN LET Rf=*YOU MUST SAY THEN ONE BY ONE!*:RETURN 

1910 IF R047 OR B<71 OR B>75 OR C(27)O0 THEN RETURN 

1920 IF B=71 AND F(60)=0 THEN LET Rf=l(7$:LET F(60)=1:RETURN 

1930 IF B=72 AND F<60)=1 AND F(61)=0 THEN LET R$=X8I:LET F(61)=1:RETURN 

1940 IF B=(F(52)+73) AND F(60)=l AND F(61)=l THEN LET F(62)=1:RETURN 

1950 LET R$='THE NRONG SACRED NORD!':LET F (54) =1: RETURN 

1960 IF B=5 OR B=10 THEN GOSUB 1290 

1970 RETURN 

1980 IF 8=3 THEN LET F(29)=1:LET R$='ZPV BSF J0NJTJCI1F";LET F(55)=0:G0SUB 4260 
1990 IF B=20 THEN LET F(51)=1:LET R$='ZPV BSF EJTHVJTFE’iLET F(55)=0!G0SUB 4260 
2000 RETURN 

2010 IF B=2 OR B=14 THEN LET R$=’NOTHING TO TIE IT TO!" 

2020 IF H=7214 THEN LET R$="IT IS TIED":LET C(14)=72:LET F(53)=l 
2030 IF H=722 THEN LET R$="OK":LET F(40)=1:LET C(2)=72 
2040 RETURN 

2050 IF H=1547 AND F(38)=l THEN LET RI="ALL RIGHT";LET R=16 
2060 IF B=14 OR B=2 THEN LET R$="NOT ATTACHED TO ANYTHING!" 

2070 IF H=5414 AND C(14)=54 THEN LET R$="YOU ARE AT THE TOP" 

2080 IF H=7214 AND F(53)=l THEN LET R$="GOING DONN":LET R=71 
2090 IF H=722 AND F(40)=l THEN LET R=71:LET RI="IT IS TDRN'iLET C(2)=81:LET F(40)=0 
2100 IF H=7114 AND F(53)=l THEN LET C(14)=71:LET F(53)=0:LET RI="IT FALLS DONN-BUNP!" 
2110 RETURN 

2120 IF H=522 THEN LET R$="OK":LET F(30)=l 

2130 IF B=1 OR B=62 OR B=5 OR B=28 OR B=ll OR B=24 THEN GOSUB 1750 

2140 IF H=416 THEN LET RI="ZPV IBNF LFQU BGHPBU":LET F(31)=1:G0SUB 4260:RETURN 

2150 IF H=4116 THEN LET R$="IT IS NOT BIG ENOUGH!": RETURN 

2160 IF B=18 OR B=7 THEN GOSUB 2470 


2240 IF H=6030 THEN LET Rf="OK":LET F(3)=0 

2250 IF H=2444 OR H=1870 THEN LET R$="YOU ARE f 

2260 IF H=3756 THEN LET R$="A PASSAGE!":LET E$(37)="EN" 

2270 IF H=5960 THEN GOSUB 3260 

2280 IF H=6970 THEN LET R$="IT FALLS OFF ITS HINGES" 

2290 IF H=4870 THEN LET R$="IT IS LOCKED" 

2300 RETURN 

2310 IF B>G THEN LET R$="IT DOES NOT BURN" 

2320 IF B=26 THEN LET R$="YOU LIT THEN" 

2330 IF H=3826 THEN LET R$="NOT BRIGHT ENOUGH" 

2340 IF (B=23 OR H=6970) AND C(26)O0 THEN LET R$="OP NBUDIFT": GOSUB 4260 
22 2350 IF B=23 AND C(26)=0 THEN LET R$="A BRIGHT "tV$:LET F(50)=l 

2360 IF H=6970 AND C(26)=0 THEN LET F(43)=1:LET R$="IT HAS TURNED TO ASHES" 
2370 RETURN 


2170 IF B=13 THEN GOSUB 2730 
2180 IF B=19 THEN GOSUB 3070 
2190 IF B=10 THEN GOSUB 2870 
2200 IF B=16 OR B=6 THEN GOSUB 2380 
2210 RETURN 

2220 IF B=76 OR B=38 THEN GOSUB 1470 
2230 IF H=2030 THEN LET F(9)=0:LET R$=“OK 



2380 

2390 

2400 

2410 

2420 

2430 
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2470 

2480 

2490 

2500 

2510 
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2770 

2780 

2790 

2800 

2810 

2820 

2830 

2840 

2850 

2860 

2870 

2880 


IF (B=16 OR 8=6) AND (R=41 OR R=51) THEN LET RI=’YOU CAPSIZED! ":LET F(56)=l 
IF H=6516 AND C(16)=0 THEN LET R$=‘IT IS NON FULL“:LET F(34)=l 
IF H=656 THEN LET RI="IT LEAKS OUT!“ 

RETURN 

IF 8022 OR R015 THEN LET R$=‘DOES NOT 6R0W!':RETURN 
LET R$="OK“:LET F(37)=l 
RETURN 

IF 8=22 AND F(37)=l AND F(34)=l THEN LET R$=X2$:LET F(3B)=1:G0SUB 4260 
RETURN 

IF 8=7 OR 8=18 THEN LET RI='THNACK!" 

IF H=5818 THEN LET RI=‘YOU CLEARED THE NEBS': LET F(66)=l 
IF H=1B7 THEN LET R$=“THE DOOR BROKE! ":LET E$(18)=“NS':LET E$(28)=*NS* 

IF H=717 THEN LET R$="YOU BROKE THROUGH’:LET EI(71)='N' 

RETURN 

IF 8=16 THEN LET B=22:G0SUB 2450 
IF H=499 THEN LET R$=“NHERE?' 

RETURN 

IF H=4337 THEN LET VB=2:G0SUB 800: RETURN 
IF R=36 THEN LET RI='YOU FOUND SOMETHING": LET F(13)=0 
RETURN 

IF R=76 THEN LET VB=4:G0SUB BOO: RETURN 
IF R=75 THEN LET VB=2:G0SUB 800 
RETURN 

IF (8=3 AND F(29)=l) THEN LET R$=*TAKEN OFF*:LET F(29)=0 
IF (8=20 AND F(51)=l) THEN LET R$="OK":LET F(51)=0 
IF 8=36 OR 8=50 THEN GOSUB 2950 
RETURN 

IF H=3859 OR H=3339 OR H=1241 OR H=2241 OR H=751 THEN LET R$="MITH NHAT?" 

RETURN 

IF H=2340 THEN LET R$=“IT GOES ROUND" 

IF H=2445 THEN LET R$="UIF HBUFT P8F0, UIF QPPM FNQUJFT":LET F(33)=1:G0SUB 4260 
RETURN 

IF R=14 DR R=51 THEN LET R$="YOU HAVE DRO«NED":LET F(56)=l 
RETURN 

LET R$="HON?":RETURN 
IF 8=0 OR 8>G THEN RETURN 
LET C(B)=R:LET R$="DONE" 

IF H=418 OR H=518 THEN LET R$="YOU DROWNED! ":LET F(56)=l 
IF 8=8 AND F(30)=l THEN LET C(21=R 
IF 8=16 AND F(34)=l THEN LET R$="YOU LOST THE WATER! *:LET 
IF 8=2 AND F(30)=l THEN LET F(30)=0 
RETURN 

IF 8=62 AND F(44)=0 THEN LET RI="YOU DO NOT HAVE ANY" 

IF H=5762 AND C(1)=0 AND F(44)>0 THEN GOSUB 3230 
RETURN 

IF 8=0 OR 8)6 THEN RETURN 
LET R$="DID NOT GO FAR!":LET C(B)=R 

IF H=3317 THEN LET Rt="ZPV DBVHIU UIF CPBS":LET F(32)=1:G0SUB 4260 
RETURN 

IF 8=10 THEN LET RI="B OJDF UVOF":GOSUB 4260 
IF H=5233 THEN LET R$="WHAT WITH?" 




Be careful not to confuse the 
capital letter I with the number 
1, or the capital letter O with 
the number 0. 
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2890 IF 8=83 THEN LET RI="H0N, D MUSICAL ONE?" 

2900 IF H=5610 THEN LET F(35)=I:LET Rl=l(l*t" IS FREEl'tLET E$(56)="NS" 

2910 RETURN 

2920 IF 8=0 OR B>8 THEN RETURN 
2930 IF 8=5 OR 8=24 THEN LET R$="YUM YUM!":LET C(8)=81 
2940 RETURN 

2950 IF R=4 AND 8=50 THEN LET F(45)=l:LET R$=“YOU REVEALED A STEEP PASSAGE" 

2960 IF R=3 AND 8=50 THEN LET R$="YOU CANNOT MOVE RU88LE FROM HERE" 

2970 IF H=7136 THEN LET R$="THEY ARE HEDGED IN!" 

2980 RETURN 

2990 IF (8=67 OR 8=68) AND C(9)=0 AND R=49 THEN LET R»="OK*:LET F(47)=l 
3000 RETURN 

3010 IF R027 OR 8063 THEN RETURN 

♦ 3020 PRINT:PRINT "HON MANY TIMES?": INPUT NR: IF MR=0 THEN PRINT "A NUM8ER":G0T0 3020 
3030 IF MR=F(42) THEN LET R$="A ROCK DOOR OPENS":LET EI(27)="EN":RETURN 

3040 LET RI="ZPV I8NF NJTUSF8UFE UIF CFMM!":LET F(56)=1:GDSU8 4260:RETURN 
3050 IF H=5861 THEN LET H=5818:G0SU8 2470 
3060 RETURN 

3070 IF (H=4864 OR H=4819) AND C(19)=0 THEN LET R$=)(6f:LET F(63)=1:G0SU8 4260 
3080 IF 8=27 THEN G0SU8 1290 
3090 RETURN 

3100 IF H=7549 OR H=7649 THEN LET Rf="NHAT NITH?" 

3110 IF 8=1 OR 8=62 THEN G0SU8 1750 
3120 RETURN 

3130 IF H=4870 AND C(21)=0 THEN LET Rf="THE KEY TURNS!":LET F(70)=l 
3140 RETURN 

3150 IF H=1B70 THEN LET RI="HON?" 

3160 RETURN 

3170 IF R=48 THEN LET Rf="HON?" 

3180 RETURN 

3190 LET R$="ARE YOU THIRSTY?" 

3200 RETURN 

3210 LET RI="HE TAKES IT AND SAYS •"+STRI(F(42))+" RINGS ARE NEEDED'":LET C(25)=81 
3220 RETURN 

3230 LET F(44)=F(44)-1:LET RI="A NUMBER APPEARS - "+STR$(F(4D) 

3240 IF F(44)=0 THEN LET C(l)=81 
3250 RETURN 

3260 PRINT:LET R$="XIBU JT UIF DPEF":GOSUB 4260:PRINT R$: INPUT CN 
3270 LET R$="NRONG!":IF CN=F(41) THEN LET R$="IT OPENS":LET F(21)=0 
3280 RETURN 

3290 LET T=R:LET R=F(F(52)+57):G0SUB 3310:LET R=T 

♦ 3300 LET R$=1(4$+RI8HT$(DI,LEN(D$)-2):RETURN 

♦ 3310 RESTORE:FOR 1=1 TO R:READ DI:NEn I 
3320 RETURN 

♦ 3330 RESTORE:FOR 1=1 TO 80:READ D$:NEXT 1 
3340 RETURN 

♦ 3350 LET 0$=RIGHT$(0$,LEN(0$)-1):RETURN 
♦3360 PRINT "PRESS RETURN TO CONTINUE" 

24 3370 INPUT Zl: RETURN 

♦ 3380 DIM C(G),E$(80),F(70),X$I6),Y$(6),GI(2) 

3390 GOSUB 3330 


3400 
3410 
3420 
3430 
3440 
«3450 
3460 
3470 
3480 
3490 
3500 
3510 
3520 
3530 
♦3540 
3550 
3560 
3570 
3580 
3590 
3600 
♦ 3610 
3620 


FOR 1=1 TO NO:READ TfrNEXT I 

FOR 1=1 TO 6:REAI) X$(I),YI(I):NEXT I 

LET BI='N00E00S00H00U00000INVGETTAKEXAREA6IVSAYP1CUEATIECLIR1GUSE0PE" 

LET BI=BI+'LIGFILPLA«ATS«IEHPENTCR0REI1FEETURDIVBAILEATHRINSBL0DR0EATM0V’ 
LET B$=B$+“INTRINCUTH0LBURP0ISH0UNLI4IT1)R1C0UPAY«AKBRESTEGATREF" 

LET X6$="ZPV SFGHFDUFE UIF XJABSET HHBSF! IF JT EFBE" 

LET X1$="THE GHOST OF THE GOBLIN GUARDIAN” 

LET X2$=”B HBSHF NJDF HSPXT JO TFDPOET!” 

LET X3$=”A GRARG PATROL APPROACHES” 


You could ask someone to 
read out lines 3420 to 3440 to 
you as they are very difficult to 
copy correctly. 

U 


LET X4$=”HAGIC WORDS LIE AT THE CROSSROADS, THE FOUNTAIN AND THE 
LET X5I=”A PILE OF RUBBLE BLOCKS YOUR PATH- 
LET X74=”THE MOUNTAIN RUMBLES!” 

LET X8$=“T0NERS FALL BONN!” 

LET X9$=”THE WIZARD HAS YOU IN HIS GLARE” 

LET XBf=”HE LEADS YOU “ 

GOSUB 4400SPRINT ”D0 YOU WANT TO” 

PRINT! PRINT - 1. START A NEW GAME” 

PRINT ”0R 2. CONTINUE A SAVED GAME” 

PRINT:PRINT:PRINT 'TYPE IN EITHER 1 OR 2” 

INPUT C:IF COl AND C02 THEN GOTO 3580 
IF C=1 THEN GOSUB 4450 
IF C=2 THEN GOSUB 4600 
RETURN 



♦3630 

♦3640 

3650 

3660 

3670 

3680 

3690 
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3710 
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3780 
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3800 
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3820 
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3840 

3850 

3860 
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3880 

3890 


DATA IIHALF-DUG GRAVE, 12G0BLIN GRAVEYARD 
DATA IIHOLLOW T0MB,23STALACTITES AND STALAGMITES 
DATA IIMAZE OF TUNNELS, 11 VAULTED CAVERN 
DATA 23HIGH GLASS GATES, 12ENTRANCE HALL TO THE PALACE 
DATA 31GRARG SENTRY P0ST,12GUARD ROOM 
DATA 31MARSHY INLET, 23RUSTY GATES 
DATA 12GAMEKEEPER'S COTTAGE, 31MISTY POOL 
DATA IIHIGH-WALLED GARDEN, 14INSCRIBED CAVERN 
DATA 340RNATE FOUNTAIN, IIDANK CORRIDOR 
DATA 12L0NG GALLERY, 12KITCHENS OF THE PALACE 
DATA 340LD KILN,440VERGR0WN TRACK 
DATA 31DISUSED WATERWHEEL, 33SLUICE GATES 
DATA 11 GAP BETWEEN SOME BOULDERS, 41 PERI LOUS PATH 
DATA 31SILVER BELL IN THE R0CK,12DUNGE0NS OF THE 
DATA IIBANQUETING HALL,42PALACE BATTLEMENTS 
DATA 44ISLAND SHORE, 31BEACHED KETCH 
DATA 13BARREN COUNTRYSIDE, 33SACKS ON THE UPPER FLOOR 
DATA 46FR0ZEN P0ND,21M0UNTAIN HUT 
DATA 3IR0W OF CASKS, IIWINE CELLAR 
DATA 12HALL OF TAPESTRIES, IIDUSTY LIBRARY 
DATA 13R0U6H HATER, 11 PLOUGHED FIELD 
DATA 550UTSIDE A WINDMILL, 42L0WER FLOOR OF THE MILL 
DATA 44ICY PATH,41SCREE SLOPE 
DATA 12SILVER CHAMBER, 12H IZARD'S LAjR 
DATA IIMOSAIC-FLOORED HALL,12SILVER* THRONE ROOM 
DATA 12MIDDLE OF THE LAKE,42EDGE OF AN ICY LAKE 
DATA 41PITTED TRACK, 41HIGH PINNACLE 


Be careful not to miss 
anything out when you type 
these data lines. It might help ' 
if someone reads them out to 
you. 


’ALACE 
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3900 DATA S5AB0VE A GLACIER, 21HU6E FALLEN OAK 
3910 DATA IITURRET ROOM NITH A SLOT NACHINE.llCOBHEBBV ROOl 
3920 DATA 31SAFE IN OGBAN'S CHANBER,31CUPB0ARD IN A CORNER 
3930 DATA IINARRON PASSAGE, IGC A VE 
3940 DATA IIHOODNAN'S HUT,42SIDE OF A MOODED VALLEY 
3950 DATA 21STREAN IN A VALLEY BOTTON, IIDEEP DARK NOOD 
3960 DATA IISHADY H0LL0M,34ANCIENT STONE CIRCLE 
3970 DATA 16STABLE,14ATTIC BEDROOH 
3980 DATA 11 DAMP NELL BOTTOM, 32T0P OF A DEEP NELL 
3990 DATA 31BURNT-0UT CAHPFIRE,160RCHARD 
4000 DATA 62END OF A BRIDGE, 62END OF A BRIDGE 
4010 DATA 61CROSSROADS,41NINDING ROAD 
4020 DATA IIVILLAGE OF RUSTIC HOUSES, IINH I TE COTTAGE 
4030 DATA 3CDINS,1SHEET,3BOOTS,1HORSESHOE,3APPLES,1BUCKET,4A1(E,1BOAT,IPHIAL 
4040 DATA 3REEDS,1B0NE,1SHIELD,3PLANKS,1R0PE,1RIN6,1JUG,1NET,1SN0RD 
4050 DATA ISILVER PLATE, 1UNIF0RH,1KEY,3SEEDS,1LAHP,3BREAD,1BR00CH,3NATCHES 
4060 DATA 2ST0NE OF DESTINY, 4APPLE, BED, CUPBOARD, BRIDGE, TREES, SAIL, KILN 
4070 DATA KETCH,BRICKS,NINDHILL,SACKS,OGBAN'S BOAR,NHEEL 
4080 DATA PONY , GRAVESTONES , POOL , GATES , HANDLE , HUT , VINE , I NSCR IPT I ONS , TROLL , RUBBLE 
4090 DATA HOUND,FOUNTAIN,CIRCLE,HOSAICS,BOOKS, CASKS, NELL, NALLS,RATS,SAFE 
4100 DATA COBNEBS,COIN,BELL,UP SILVER PLATE, STONES, KITCHENS, GOBLET, NINE 
4110 DATA GRARGS,DOOR,ANAKE, GUIDE, PROTECT,LEAD,HELP,CHEST,NATER 
4120 DATA STABLES, SLUICE GATES, POT, STATUE, PINNACLE, HUSIC, MAGIC NORDS 
4130 DATA MISTY POOL, NELL BOTTOM, OLD KILN, MOUNTAIN HUT 

♦ 4140 DATA IN, A, NEAR, THE, BY, SOME, ON, AN, AT, A SMALL 
4150 DATA E,ESH,HE,EH,EH,ESH,ESN,ES,EN,SN 

4160 DATA S,N,ES,SN,S,NN,N,N,ES,NSN 
4170 DATA NS,E,NSN,N,NES,EN,N,S,NS,N 
4180 DATA NES,N,NS,D,NES,SN,E,NN,NS,S 
4190 DATA NS,E,NSEH,HU,UD,NS,E,SH,NSE,NN 
4200 DATA NE,EN,NSH,E,NN,S,E,NEH,NN,S 
4210 DATA ES,SH,NES,EH,SH,NE,EN,ESH,SN,ND 

♦ 4220 DATA ‘ ‘,E,NEN,EN,NEN,EN,EN,NEH,NEH,NU 

♦ 4230 DATA 80,70,60,69,74,72,63,52,20,11,1,14,36,54,61,21,32,10,50 

♦ 4240 DATA 29,59,34,13,80,30,81,47,74 

4250 DATA 1,2,3,4,5,9,12,13,16,17,20,21,22 

4260 LET Z$="!F0R 1=1 TO LEN(RI) 

♦ 4270 LET Cf=MID4(RI,I,l)jIF C4<’A" THEN LET Z$=2$+C$:G0T0 4300 

♦ 4280 LET C=ASC(C$)-1:IF C=64 THEN LET C=90 
4290 LET ZI=Zt+CHRI(C) 

4300 NEXT I:LET R$=Z$iRETURN 
4310 LET J$=“SSSSSSSS":LET NG=0 
4320 LET MP=D/2:G0SUB 4400 

4330 PRINT ‘YOU ARE LOST IN THE": PRINT " TUNNELS" 

4340 PRINT "NHICH NAY? (N,S,N OR El" 

4350 IF NG>15 THEN PRINT "(OR G TO GIVE UP!)" 

♦4360 PRINT: INPUT N$:LET J4=RIGHTf (J$+RIGHTJ(N$,1) ,8) 

26 4370 IF NI="S“ THEN LET F(56)=1:RETURN 

4380 IF J$08$(MP) THEN LET NG=NG+1:G0T0 4320 
4390 RETURN 
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♦ 4710 
♦4720 
♦4730 
♦4740 

4750 
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♦ 4860 
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4890 


You need to type in different 
numbers of equals signs on 
different computers in line 
4430. See pages 28 to 30. 



CLSiPRINT 

PRINT TAB (EL/2-9) I "HYSTERY OF SILVER' 

PRINT TAB(EL/2-9);“ MOUNTAIN' 

PRINT »«=«===================================“ 

PRINT:PRINT:RETURN 
FOR 1=1 TO 80: READ El (I) .-NEXT I 
FOR 1=1 TO GiREAD C(I):NEXT I 
FOR 1=1 TO 13:READ A:LET F(A)=1:NEXT I 
LET F(41)=lNT(RND(l)t900)+100:LET F(42I=INT(RND(1I»3)>2 
LET F(44)=4:LET F(57)=68:LET F(58)=54:LET F(59)=15:LET F(52)=INT(RND(1)»3) 
LET R=77:LET RI='G00D LUCK ON YOUR QUEST!' 

LET B$(1)=":F0R 1=1 TO 8 

LET FI=I1IDI(BI,1+INT(RND(1)MI»3,1) 

LET G$(1)=6I(1I+F$ 

IF FI='N' THEN LET LI="S' 

IF F$='S“ THEN LET Lf='N' 

IF Ff=“E' THEN LET LI='N' 

IF F$='N" THEN LET LI="E' 

LET GI(2)=L$+GI(2) 

NEXT hRETURN 
GOSUB 4640:G0SUB 4670 
LET R=F(69):LET RI='0K. CARRY ON' 

RETURN 

LET F(69)=R:G0SUB 4640:G0SUB 4760;PRINT 'BYE... '.-STOP 


(Z 

(j; 


Lines 4640 to 4820 save or 
load an unfinished game 


V 


0 


PRINT: PRINT 'PLEASE ENTER FILE NAME': INPUT FLI 
RETURN 

REN READ DATA FILE 
REN 

PRINT 'OK. SEARCHING FOR '|FL$ 
X=0PENIN(FLI):PRINT 'OK. LOADING' 

FOR 1=1 TO 80:INPUT«X,Et(I):NEXT 
FOR 1=1 TO G:INPUTtX,C(I):NEXT 
FOR 1=1 TO 70:INPUTfX,F(I):NEXT 
INPUT*X,GI(l):INPUTtX,GI(2) 

CL0SE4X: RETURN 
REN SAVE DATA FILE 
REN 

X=OPENOUT(FL$):PRINT 'OK. SAVING' 

FOR 1=1 TO 80:PRINTIX,EI(I):NEXT 
FOR 1=1 TO G:PRINTiX,C(I):NEXT 
FOR 1=1 TO 70:PRINTIX,F(I):NEXT 
PRINTtX,GI(l):PRINTiX,GI(2) 

CLOSEiX: RETURN 



LET LS=1:LET LP=1 


FOR 1=1 TO LEN(JI) 

IF NIDI(JI,I,1)=' ' AND LL>EL THEN PRINT NIDf(JI,LP,LS-LP):LET LL=I-LS:LET LP=LS+1 

IF NID$(JI,I,1)=' ' THEN LET LS=I 

LET LL=LL+1:NEXT I 

PRINT NID$(JI,LP,LENIJI)-LPI; 

RETURN 


Program changes for different 
computers 

On the next three pages are listed all the changes you need to make to the main program 
for the following computers: Commodore 64, VIC 20 (+16K RAM), Apple II, TRS-80 
Colour Computer (32K), BBC (32K), Electron and 48K Spectrum. Find the section for 
your computer and follow the instructions. 


Commodore 64 

Leave out the command LET wherever it 
occurs in the program listing. Alter, add 
or leave out the following lines. 

5 1 0 Leave out all the spaces between the 
words and numbers in this line EXCEPT 
inside the quotes. 

580, 600, 620 Leave out the spaces 
between the words and numbers in these 
lines. 

900 Leave out all the spaces in this line. 
Use the shortened form of RETURN at the 
end of the line: type RET and hold the 
shift key down as you press the letter T. 
910, 1010, 1040, 1070, 1200, 1240 Leave out 
all spaces in these lines. 

1600 Leave out all the spaces in this line 
except those inside quotes. Use the 


shortened form of GOSUB: type GOS and 
hold the shift key down when you press 
the letter S. 

3020 Leave out all the spaces in this line. 
4400 PRINT CHRI (147) SPRINT 
4690 OPEN l,l,0,FL$sPRINT "OK. LOADING* 
4700 FOR 1=1 TO 80sINPUTIl,E$(I):NEn I 
4710 FOR 1=1 TO 6:INPUT»1,C(I):NEU I 
4720 FOR 1=1 TO 70sINPUTIl,F(l)sNEn I 
4730 INPUTtl,6l(l);INPUTtl,6$(2) 

4740 CLOSE 1: RETURN 

4770 OPEN 1,1,1,FL$:PRINT "OK. SAVING" 

4780 FOR 1=1 TO 80sPRINT41,E$(I):NEl(T I 
4790 FOR 1=1 TO G:PRINTIl,C(I)sNEn I 
4800 FOR 1=1 TO 70sPRINTIl,F(I)sNEXT I 
4810 PRINTtl,G$ll):PRINTtl,G$(2) 

4820 CLOSE 1: RETURN 


VIC 20 

Leave out the command LET wherever it 
occurs in the program listing. 

10 LET EL=21sLET N0=88sLET NV=57:LET 8=28 
250 Type in 22 equals signs in this line. 

690 GOSUB 4400:Jf=Rlf GOSUB 4830: PRINT 
700 PRINT "YOU HAVE FAILED IN";PRINT "YOUR 
QUEST" 

710 PRINTsPRINT "BUT YOU ARE GRANTED": PRINT 
■ANOTHER TRY* 


760 PRINT "YOU HAVE SUCCEEDED IN" 

770 PRINT "YOUR QUEST AND BROUGHT" 

780 PRINT "PEACE TO THE LAND" 

900, 1600 Leave out all the spaces 
between words and numbers except 
inside the quotes. 

4430 Type in 22 equals signs in this line. 
4400-4820 Change these lines as for the 
Commodore 64 (see above). 
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TRS'80 Colour Computer (32K) 

You can leave out the command LET if ^^00 
you want. 4710 

5 CLEAR 700 4720 

10 LET EL=31:LET N0=8B:LET NV=57:LET 8=28 4730 

250 Type in 32 equals signs in this line. 4740 

260 PRINT "NHAT MILL YOU DO NON " 4760 

4430 Type in 32 equals signs in this line. 

4440 RETURN 4770 

4480 , 4490, 4520 Change RND( 1 ) to 4780 

RND(O). 4790 

4670 INPUT "PRESS PLAY ON TAPE, THEN PRESS 4800 
ENTER" iJI 4810 

4690 OPEN "r,i-l,FL$:PRINT "OK. LOADING" 4820 


FOR 1=1 TO 80:INPUTt-l,EI(I):NEXT I 
FOR 1=1 TO G:INPUTI-1,C(I):NEXT I 
FOR 1=1 TO 70:INPUTI-1,F(I):NEXT I 
INPUTI-1,G$(1):INPUTI-1,GI(2) 
CLOSE!- 1: RETURN 

INPUT "PRESS RECORD AND PLAY, THEN 
PRESS ENTER" !J» 

OPEN "0",I-1,FL$:PRINT "OK. SAVING* 
FOR 1=1 TO 80:PRINT#-1,EI(I):NEXT I 
FOR 1=1 TO 8:PRINT#-1,C(I):NEXT I 
FOR 1=1 TO 70:PRINTI-1,F(I):NEXT I 
PRINT#-1,G$(1):PRINT#-1,G$(2) 
CLOSEI-1: RETURN 


Apple II 

If you are using a cassette recorder with 
your Apple, you cannot save a partly 
finished game on tape. (You can save the 
whole game listing on tape, but you have 
to start a new game each time you load 
it.) Alter or leave out the following lines; 

3610 IF C=2 THEN 60SUB 4450 
4400 HONE; PRINT 

4600-4820 Leave out these lines. 

If you have a disk drive, you can save a 
partly-finished game. Type in the program 
making the following changes: 

4400 H0HE:PRINT 


Electron 

Leave out the command LET wherever it 
occurs in the program listing. 


4690 D$="(PresscontrolD)":PRINT Df; 

"0PEN*+FLI:PR1NT D$;'READ"+FL$ 
4700 FOR 1=1 TO 80: INPUT E$(I):NEIT I 
4710 FOR 1=1 TO S:INPUT C(I):NEXT I 
4720 FOR 1=1 TO 70: INPUT F(I):NEn I 
4730 INPUT G$(l): INPUT 61(2) 

4740 PRINT D$;"CL0SE‘+FL»: RETURN 
4770 D$="(Press control D)'.*:PRINT Dt; 

•0PEN"+FL$: PRINT Dlj'«RITE“+FLI 
4780 FOR 1=1 TO 80: PRINT E$(I):NEXT I 
4790 FOR 1=1 TO 6:PRINT C(I):NEXT I 
4800 FOR 1=1 TO 70:PRINT F(I):NEXT I 
4810 PRINT 6$(1):PRINT 6$(2) 

4820 PRINT DJ;'CL0SE‘+FL$:RETURN 


BBC 

You can leave out the command LET if 
you want. 


Spectrum 

Keep the CAPS LOCK key on when you are typing in the program and playing the game. 
Wherever you come across Xl$ to X9$ or XB$ in the program, replace them with the 
words inside the quote marks in lines 3450-3540 in the main listing. For example, line 
530 will be: 

530 IF R=48 AND F(63)=0 THEN LET RI=*THE WIZARD HAS YOU IN HIS BLARE" :60T0 30 


Alter, add or leave out lines as follows: 

10 LET EL=32:LET N0=88:LET NV=57:LET 6=28 

60 LET P$=XI(VAL(D$I1))) 

61 IF P$(l)=" " THEN LET PI=“*:G0T0 69 

63 IF P$(LEN(P$))=" " THEN LET P$=P$( TO LEN(PI)-1):60T0 63 
65 LET P*=P$f "+Y*(VAL(D$(2))) 

68 IF P$(LEN(P$))=" ■ THEN LET P$=PI( TO LEN(P$)-1):G0T0 68 

69 LET PI=PI+" ■ 

70 LET JI=RI+". "+*Y0U ARE "+PI+D$(3 TO )+* ":B0SUB 4830 
110 Leave out this line. 

120 IF F(I)=0 AND C(I)=R THEN GOSUB 4900 

180 IF R=18 AND EI(18)="N " THEN LET J»=J$+" AN OAK DOOR," 

230 FOR 1=1 TO LEN(EI(R)):IF EI(R,I)<>" " THEN PRINT E$(R,I);","; 

250 Type in 32 equals signs in this line. 

300 FOR 1=1 TO LEN(I$)-1 

310 IF II(I)=" ■ AND V$="" THEN LET V$=I$( TO I-l) 

•320 IF 11(1+1)0" " AND VIO"" THEN LET T$=I$(1+1 TO ):LET I=LEN(I$) 

360 LET U$=V$( TO 3) 

370 FOR 1=1 TO NV:IF B$(I»3-2 TO I*3)=Uf THEN LET VB=I:LET I=NV 
550 GOSUB X(VB) 

560-640 Leave out these lines. 

1070 IF R=37 AND D=4 AND EI(37)="EW " THEN LET R=67:LET R$="THE PASSAGE WAS STEEP !":RETURN 
1110 LET K$=E$(0H,I) 

3300 LET R$="HAGIC WORDS LIE AT THE CROSSROADS, THE FOUNTAIN AND THE "+D$(3 TO ):RETURN 
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3310 LET 1(=INT((R-1)/2)H 

3312 RESTORE )(»10+3620 

3315 FOR 1=0 TO R-U2+1 

3317 READ DirNEXT I 

3330 RESTORE 4030 

3350 LET 01=01(2 TO I : RETURN 

3360 PRINT “PRESS ENTER TO CONTINUE" 

3380 DIN C(6):DIN E$(80,4)!DIH F(70):DIN XI(6,4):DIN YI(6,7):DIN 8I(2,8):DIN X(NVM) 
3450-3540 Leave out these lines. 

3545 BOSUB 5000 

3630-4220 The words in the DATA lines need to be inside quotes, for example: 

3630 DATA "IIHALF-DUG GRAVE", ■12G0BLIN GRAVEYARD" 

4140 Do not put quote marks round the pairs of quote marks in this line. 

4220 Do not put quote marks round the pair of quote marks in this line. 

4230-4250 The numbers in these DATA lines do not need to go inside quote marks. 
4270 LET CI=R$(I):IF C$<"A" THEN LET Z$=2$+CI:G0T0 4300 
4280 LET C=C0DE(C$)-1;IF C=64 THEN LET C=90 
4360 PRINTMNPUT N$;LET JI=(J$+NI(1>) (2 TO ) 

4430 Type in 32 equals signs in this line. 

4480,4490 Change RND(l) to RND in these lines. 

4520 LET F$=B4(1+1NT(RNDM)»3) 

4530 LET G$(1)=B$(1)( TO I-D+FI 
4580 LET G$(2)=L»+Gt(2)( TO I-l) 

4640 Replace FL$ with F$. 

4680 PRINT "OK. SEARCHING FOR "(F$ 

4690 Leave out this line. 

4700 LOAD FI+"(E*)" DATA ElO 
4710 LOAD FI+"(0" DATA Cl) 

4720 LOAD F$+"(F)" DATA FO 
4730 LOAD Ff+"(8I)“ DATA BID 
4740 RETURN 

4770 Leave out this line. 

4780 SAVE F»+"(E»)" DATA ElO 
4790 SAVE FI+"(0" DATA CO 
4800 SAVE F$+"(FI" DATA FO 
4810 SAVE FI+"(GD" DATA GIO 
4820 RETURN 

4850 IF JI(I)=" " AND LL>EL THEN PRINT JKLP TO LS-1):LET LL=I-LS:LET LP=LS+1 
4860 IF J$(I)=" " THEN LET LS=I 
4880 PRINT JKLP TO ); 

4900 LET PI=YKVAL(0K1))):G0SUB 3350 

4910 IF PKLEN(PI))=" " THEN LET PI=PK TO LEN(PI)-1):B0T0 4910 
4920 LET JI=JK“ "tPIt" "+0l+“," 

4930 RETURN 

5000 RESTORE 6000: FOR 1=1 TO NV+1 
5010 READ X(I):NEXT I 
5020 RESTORE 4 150: RETURN 

6000 DATA 800,800,800,800,800,800,1220,1290,1290,1470,1470,1750, 1890 
6010 DATA 1960,1980,2010,2050,2870,2120,2220,2310,2380,2420,2450,2470,2520 
6020 DATA 2550 , 2580 ,2610, 2650 , 2670 , 2700 , 2720 , 2730 , 2830 , 2800 , 2870 , 2730 , 2920 
6030 DATA 2950,2990,3010,3050,3070,2310,2990,3070,3130,2120,3190,1470,3100 
6040 DATA 2870,3150,1290,1290,3170,3200 


Saving a partly-finished 
game on the Spectrum 

When you save a partly finished game 
(see page 31), you need to give the game 
a file name. Then the message START 
TAPE. THEN PRESS ANY KEY will 
appear on the screen. The computer 
saves the data in four blocks. After each 
block it puts this same message on the 
screen and you need to press ENTER to 
make the computer save the next block 
of data. 


Mow to play the game 


T 1 

MYSTERY OF SILVER 
MOUNTAIN 


DO YOU WANT TO 

1. START A NEW GAME 
OR 2. CONTINUE A SAVED GAME 

TYPE IN EITHER 1 OR 2 

When you type RUN, this message 
appears on the screen. Type 1 and press 
RETURN to begin a game. (2 is for loading 
a game you have already started. There is 
more about this at the bottom of the page.) 


W ^ 

MYSTERY OF SILVER 
MOUNTAIN 


GOOD LUCK ON YOUR QUEST! YOU 
ARE AT A CROSSROADS AND YOU 
CAN GO E,W 

WHAT WILL YOU DO NOW 

7 

k A 

When the game begins, the computer 
prints this message telling you where you 
are and that you can move east or west. 
You move around in the game by typing N, 
S, E, W, U or D for north, south, east, west, 
up or down. 


r 1 


f 1 

OK. YOU ARE BY A WOODSHED, YOU 


OK. YOU ARE BY A MOAT AND YOU 

CAN SEE AN AXE, AND YOU CAN GO 


CAN GO N,E 

N,E,S 





WHAT WILL YOU DO NOW 

WHAT WILL YOU DO NOW 


7SWIM MOAT 

?GET AXE 



L A 


k A 


Each time you move, the computer will 
describe where you are. If you want to take 
something with you, type GET or TAKE 
and the name of the object. Typing INV 
(short for inventory) will list all the objects 
you are carrying. 


You can give the computer 
instructions consisting of two words, such 
as UNLOCK DOOR or FILL JAR.* 
Instructions such as READ MESSAGE or 
EXAMINE PICTURES sometimes reveal 
further information. 


r 1 


f ^ 



OK. YOU ARE AT A HIGH WALL AND 

YOU CAN'T STRIKE MATCH. YOU 


YOU CAN GO N,W 

ARE BY AN OLD BONFIRE, AND YOU 



CAN GO S,W,E 


WHAT WILL YOU DO NOW 



7SAVE GAME 

WHAT WILL YOU DO NOW 



7LIGHT FIRE 


PLEASE ENTER FILENAME 



7GAME 

L J 


L A 


The computer is only programmed to 
understand certain instructions. If it does 
not understand your conunand, it prints a 
message such as the one above or 
PARDON? or TRY SOMETHING ELSE. 


Typing SAVE GAME at any stage lets you 
store a partly-finished game on tape or 
disk. You can continue the game later by 
typing 2 in response to the question which 
appears on the screen when you load and 
run the game program (see top of page). 31 


*lf an object has a name consisting of two words, e.g. silver plate, you can use three-word 
instructions, such as USE SILVER PLATE. 


Mints and clues 

Do not look at this page unless you are thoroughly stuck. It contains clues which might 
help you, but you need to work out how to read them first. If you need further help, write to 
the address at the bottom of the page, stating where you get stuck, and you will be sent a 
further sheet of clues. Mark the envelope SILVER MOUNTAIN and enclose a stamped 
addressed envelope. 

If the program does not work or you get error messages, check each line for mistakes. 
Ask someone to read it out to you including all the punctuation. If you still have problems, 
send a copy on cassette to the address below stating what computer you have and what 
the problem is. Mark the envelope SILVER MOUNTAIN and enclose stamps for return 
postage. 


Here is a list of instructions the computer 
understands. If you type a different 
instruction the computer will not 
understand it even if it makes sense to you. 


3HIMAX3 

3MAT 

T30 

YA8 

3VI0 

aA3fl 

3IT 

HA3W 


38U 

Olfl 

awijo 

JJI3 

THOU 

H3SO 

OM1W8 

H3TAW 

THAJS 

880HD 

H3TM3 

YXqM3 

HHUT 

Q333 

3VOM3H 

3VA3J 

JIAa 

3via 

woja 

TH38MI 

WOHHT 

3VOM 

TA3 

qofla 

TUD 

DVllfl 

OTHl 

H08I03 

MflUa 

QJOH 

HTIW 

>IOOJHU 

WOH8 

YA3 

THUOO 

Huifla 

JA3T8 

MA3Ha 

3HAM 


TD3J33H 

H3HTAO 


High walled rock garden 

gnidlsmoe bns - tnalq ot egnirit bssn uoY 
.woig msrit qlsrl ot 

Bridge 

.sgbhd Hot 6 ^\ eidT 

Misty pool 

uoY .9idd euohsteym gnidtsmoe 9iddT 
ti tfidw tuo bnd ot looq 9dt ytqm9 ot b99n 

.ei 

Ogban’s Boar 

gnidt9moe lof bnslei 9dt no bnuois dooJ 
.i6o 8 9dt teeq t9g uoy qbd ot 


Mosaic-floored hall 

ni >looJ) Sllfid 9dt)o bn9 9dt ts ^\ tsdW .1 
ot H99d 97sd uoy fl (.1^1 9gsq no 9iutoiq 9dt 
bnuo) 9vsd yarn uoy ,en9dDtid 9dt 
tn9V9iq lliw doidw 9i9d 98u ot gnidt9moe 
.boog lof - uoy gnirmsd moil nsdgO 
e'giBigsM yd b9>lDold 9g6ee6q luoY .S 
9dt IIb gniyiiBD 9 ib uoy ii ylnO .elbqe liv9 
og ot b9wollB 9d uoy lliw etD9ido oigBm 

.t 8 B 9 

Stables 

n9boow 9dt moil gnidt9moe b99n uoY 
ynBD egiBiO 9dT .9ldBte 9dtfo loob 
.emiofinu ii9dt ni 89dDtBm 

Fallen oak 

9dt rot gnin9teil nsibiBuO nildoO 9dT 
9dt dguoidt gniwold bniw 9dtfo bnuoa 
.mod 8BW 9d 9i9dw 89deiBm 9dt \o eb99i 

Wooded valley 

mid 97ig uoy ii uoy temt lliw timi9H 9dT 
.mid ot gnobd ot b9eu tsdt gnidt9moe 

Underground tunnels 

ot enoitD9iib doidw ni tuo bnd nBO uoY 
ton enoitqhoeni 9moe gninimBX9 yd l97Bit 

.yBWB ib) 

Attic bedroom 

B ni bnd ot tD 9 qx 9 uoy bluow tBdW 
9 i 9 dt)i 992 bnB ti 9 nimBx 3 Smooib 9 d 
.IlA 92 u gnidtynB 

Silver Chamber 

bnB ynit29C io 9not8 9dt Q JOH teum uo Y 
.9no yd 9no ebiow oigBm 9dt YA8 
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Silver Mountain Program Cassette 


If you would like a copy of this program on cassette, 
send a cheque or postal order for £5.99 to the address 
below, stating which computer you have. Tapes are 
available for the Commodore 64, VIC 20 ( + 16K RAM), 
TRS-80 Colour Computer (32K), Apple II, BBC Model 
B (or expanded Model A), Electron and 48K Spectrum. 

Silver Mountain Cassette 
Usborne Publishing Ltd. 

20 Garrick Street 
LONDON 
WC2E 9BJ 



Highgate® Is the 
Trade Mark of 

Usbome Publishing Ltd ISBN 1 851 23 047 5 


cOMPur^^ 


The first two books in this series mark the beginning of a completely 
new kind of adventure game. They each contain an exciting adventure 
program for you to type into your computer. As you play the game on 
the computer, the imaginary world of ^e game is vividly recreated in 
colorfiil pictures in the book and you can find clues hidden in the 

pictures to help you. 

An adventure game takes you into a different world where you have to 
pit your wits against magical forces, evil creatures and powerful 
tyrants. The books give thorough instructions on how to play and hints 
on what to do if you get stuck. 

The programs are written in a standard BASIC and there are 
conversions listed to make them suitable for the Commodore 64, 
expanded VIC 20, TRS-80 Color Computer (32K) and Apple II. 


